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TEAM PLAYING TYPE GAME PROGRAM

CROSS REFERENCE TO RELATED
APPLICATION

[0001] The present disclosure relates to subject matter
contained in Japanese patent application No. 2020-204917
filed on Dec. 10, 2020, the disclosure of which is expressly
incorporated herein by reference in its entirety.

TECHNICAL FIELD

[0002] This invention relates to a team playing type game
program wherein respective playing characters belonging to
respective teams battle each other in team competition in a
battle space set in a three-dimensional virtual space.

BACKGROUND ART

[0003] A team playing type game is known, and such a
game is that in a battle space set in the three dimensional
virtual space in a memory in a server, a predetermined
number of players comprise a group, such as a clan and a
guild, a playing character of the player of each group
competes against the playing character of another player
belonging to another group with one to one (due to an event,
such as a competition or the competition in a normal battle),
and the results (battle results) are totalized every group in
order to compete for ranking of the groups.

SUMMARY OF INVENTION

Problems to be Solved by Invention

[0004] In such a game program, the ranking of the group
becomes a simple total of the battle results for the playing
characters of the respective players comprising the group. In
the end, strategy or tactics as the group may not be effective,
so that interest on the game may be damaged.

[0005] An object of the invention is to provide such a new
team playing type game program that the whole battle
results of the group comprising the player characters of two
or more players are affected by the combination of the
playing characters of two or more players comprising the

group.
Means for Solving Problems

[0006] A first aspect of the invention is a team playing type
game program for getting a computer (2) to execute such a
routine that playing characters (PC) respectively controlled
by many players battle each other in a three dimensional
virtual space so as to obtain battle points, the obtained battle
points are collected as total values, and the total values are
ranked, the playing character (PC) belonging to one of two
or more groups in a game world of the three dimensional
virtual space, each group of two or more groups being
divided into two or more teams, the program for getting the
computer to execute the following routines:

[0007] a team division routine of dividing the playing
characters (PC) respectively controlled by many play-
ers into specific teams based on input from the players,
each specific team being in the group belonging to the
playing character (PC);

[0008] a storing routine of storing team data showing to
which team each playing character belongs together
with the belonging group in a memory;
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[0009] a battle routine of battling for every team,
between two or more playing characters(PC) compris-
ing the team, between the teams of the different groups;

[0010] a point totalizing routine of real- timely totaliz-
ing the battle point obtained by the respective playing
characters when executing the battle routine for every
team belonging to each playing character, and storing
the battle point as a team point (TP) in the memory;

[0011] a group ranking routine of totalizing the team
points every team obtained through the point totalizing
routine for every group for a predetermined period, the
team points being obtained for all teams belonging to
the respective groups, and storing the results in the
memory, respectively giving a ranking for each group;
and

[0012] a ranking output routine of outputting the rank-
ing for every group.

[0013] A second aspect of the invention is the team
playing type game program, wherein the program gets the
computer to further execute a routine of changing the team
belonging to the playing character (PC) of the player and
leaving the team belonging to the playing character accord-
ing to a team change instruction inputted through the player
at an optional time through the terminal (5) the player
operates.

[0014] A third aspect of the invention is the team playing
type game program, wherein the battle routine further com-
prising a routine where the battle starts when locating
objects of the playing characters (PC) comprising the teams
of'the different groups in the battle space (BF) set in the three
dimensional virtual space at predetermine battle start posi-
tions.

[0015] A fourth aspect of the invention is the team playing
type game program, wherein the teams that participate in the
battle in the battle routine are two or more teams for each

group.
Effects of Invention

[0016] According to the invention, the playing character
of each player is entered into a specific team within the
group to which such a playing character belongs, and a battle
is executed every team, between the two or more playing
characters comprising the team, between the teams of the
different groups. At the result, the battle points obtained by
the respective playing characters (PC) are totalized as the
team point (TP) every team to which the playing character
(PC) belong, and the battle points are totalized for every
group for a predetermined period for all teams belonging to
the respective groups, and the totalized results are ranked for
every group. Then, an important point is how each group
comprising the respective teams can obtain the team point
(TP), rather than strength of each playing character, so that
the higher strategy and a close cooperation between the
players are necessary and the interests on the game is widely
improved thereby.

[0017] In addition, the player is able to change the team to
which the playing character (PC) of the player belongs and
to leave such a team at an optional point of time. Then, it is
possible to flexibly form the respective teams, and for this
reason, it is possible to reflect the player’s intensions and
preference to a planning and an operation of the strategy as
the team and the group.

[0018] And, when the battle starts, the objects of the
playing characters (PC) comprising the teams of different
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groups are located at the predetermined battle start positions.
Then, the battle start state is set in advance in the game
program, it is possible to locate the respective playing
characters in a shorter time rather than a case where each
player locates his/her ownplaying character. In addition, it is
possible to prevent an improperly unbalanced location of the
playing characters (PC) in the battle space (BF).

[0019] Furthermore, each group is comprised of two or
more teams that participate in the battle in the battle routine,
so that it is easy for the player to attack against the opponents
in cooperation with the teams, watching the display of
his/her own terminal (5), and it is possible to provide a game
having higher strategic characteristics.

BRIEF DESCRIPTION OF DRAWINGS

[0020] FIG. 1is a block diagram that shows an instance of
a game system to which the invention is applied.

[0021] FIG. 2 is a block diagram that shows an instance of
a game server.
[0022] FIG. 3 is a view that shows an instance of a team

forming table that shows a structure of teams in each group.
[0023] FIG. 4 is a view that shows an instance of a result
summary table in battles for respective groups.

[0024] FIG. 5 is a view that shows an instance of a group
ranking table.
[0025] FIG. 6 is a typical view that shows an instance of

a team competition in a battle space.
[0026] FIG. 7 is a flowchart that shows an instance of a
team competition control program.

PREFERRED EMBODIMENT

[0027] In the following embodiments, specific detail mat-
ters are mentioned in order to deeply understand the inven-
tion, and the embodiments in the invention are not limited to
such specific detail matters. In addition, well-known matters
are not mentioned in detail in order to avoid unnecessary
complicated descriptions.

[0028] As shown in FIG. 1, a game system 1 to which the
invention is applied has a game server 2, and many terminals
5 are connected with the game server 2 through a commu-
nication network 3, such as the Internet. The terminal 5 are
respectively shown as “terminal 17, “terminal 2”, “terminal
37 . . . “terminal n” in order to differentiate one from
another, but it is called simply the terminal 5 when not
distinguishing each terminal.

[0029] Besides, each terminal 5 may have any structure as
long as it is possible to connect a game server with the
terminal 5, such as a stationary terminal dedicated for
games, a portable game terminal, a smartphone and a tablet
and another portable general terminals, and a personal
computer, so as to control to locate a playing character of a
player who operates each terminal 5 in a battle space that is
a three dimensional virtual space formed in a memory of the
game server 2 and to remove such a playing character from
such a space.

[0030] As shown in FIG. 2, the game server 2 has a main
controller 6, and a communication controller 9 to be con-
nected with the network 3, a game program memory 10, a
battle controller 11, a character controller 12, a group
controller 13 and a group result controller 15 are connected
with the main controller 6 through a bus line 7.

[0031] The main controller 6, the communication control-
ler 9, the game program memory 10, the battle controllerll,
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the character controller 12, the group controller 13 and the
group result controller 15 which comprises the game server
2 as shown in FIG. 2 are typically shown in order to easily
understand the invention, and in fact, these function as a
computer which are comprised of a CPU, a memory, various
control programs and the like.

[0032] The game server 2 executes apart of a game pro-
gram that is mentioned hereinafter, so that the CPU of the
computer that comprises the game server 2 time-dividedly
functions as respective function blocks of FIG. 2 comprising
each game server 2, but the game server 2 may be configured
such that the respective function blocks in FIG. 2 may be
dedicated hardware and/or software.

[0033] The game system 1 has the above-mentioned struc-
ture. A game through the game system 1 is executed in such
a manner that plural players log in the game server 2 through
the operation of the respective terminals 5, each player
controls to move his/her playing character in the battle space
in the three-dimensional virtual space that is formed in a
memory of the battle controller 11 of the game server 2, and
the playing character of the player battles an enemy playing
character to be operated by another player (or non-playing
character controlled by the game program) that is similarly
located in the battle space.

[0034] Such a game to let the playing character associated
with each player compete against the enemy character in the
battle space, the three dimensional virtual space of the server
2 through many terminals 5 is well known. So, the following
explanation is on the assumption that object data and its
attribute data for the playing character associated with each
player are already stored in a memory in the character
controller 12 of the server 2 in addition to various battle
ability data (data necessary for the battle with the enemy
character in the battle space, such as HP, MP, arms and
items) , and the playing character associated with each
player is able to freely take actions in the battle space
according to instructions from each terminal 5 of the player
via the game program stored in the game program memory
10. It is similar concerning the non-playing character that
can compete against the playing character in the battle space.
The battle is between the playing character PC and the
non-playing character that is the enemy character, but the
game program may set such an event that the playing
characters PC compete against each other, and groups (such
as guilds and clans) belonging to the respective players
contend each other for superiority of battle results.

[0035] When the player usually plays a game with the
battle actions in the battle space in the game server 2
according to the game program, each player logs in the
server 2 via the network 3 through the operation of his/her
own terminal 5. Log-in information of each player is pro-
cessed by the communication controller 9, and the character
controller reads the data of the playing character of the
player who logged in out of the memory (not shown) and
outputs it to the battle controller 11. The battle controller 11
locates the playing character(s) of one or more players who
logged in on predetermined location position(s) of the battle
space in the three dimensional virtual space in a predeter-
mined timing according to the game program, and the battle
starts.

[0036] The following explanation relates to the event
mentioned before where the playing characters PC compete
against each other, and groups (such as guilds and clans) of
the respective players contend each other for superiority of
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battle results. Such an event is combined in a part of a game
scenario according to the game program, or each player is
able to optionally participate in such an event. The event
where the playing characters PC compete against each other,
and groups (such as guilds and clans) of the respective
players contend each other for superiority of battle results is
referred to as only “team competition”, and the team com-
petition is controlled according to a team competition con-
trol program TBC that is a part of the game program.
[0037] The team competition control program TBC enters
Step S1 in FIG. 7 at the time of executing the team
competition, and judges whether the player requests to
execute such a team competition, or the battle controller 11
provides such a request on the game scenario that is con-
trolled according the game program. The request to execute
the team competition is based on the request from each
player via the terminal 5, or is provided according to the
game program when each playing character takes predeter-
mined actions in the three dimensional virtual space.
[0038] When the request to execute the team competition
is given, the team competition control program TBC enters
Step S2, and requests each player who outputs the request to
execute the team competition or each player associated with
the proceedings of the scenario to place the playing char-
acter on one of two or more teams of the group belonging to
each player. The battle controller 11 gives such a request to
the terminal 5 which each player operates through the
communication controller 9 and the network 3.

[0039] In a game world in the three dimensional virtual
space where the battle controller 11 controls the game
advancing according to the game program, the playing
character operated by the player is requested to take actions
in the virtual space, belonging to any group, such as the
guild and the clan. If the player has not an existing group
where the player wants to belong to, the game program
allows the player to arrange a new group. Such a system is
well known, and in a case of the team competition, the battle
controller 11 sets such a category that each group is classi-
fied into two or more teams, such as Team A, Team B, Team
C,ooonnt Team J as shown in FIG. 3, according to the game
program, and requests each player to execute the team
competition so that the playing character of the player in
each group belongs to a proper team (Step S2). After
assigning a predetermined number of the playing characters
to the respective teams and the start of the team competition
gets ready, the program enters Step S3.

[0040] In response to the request of team classification
from the battle controller 11, each player talks with another
players in the same group about to which teams the playing
characters of the respective players belong, using chat
features in the game, and determine this, and informs the
determined to the battle controller 11 of the server 2 from
each terminal 5. The players comprising the group classify
the playing characters in the teams according to character-
istics of the playing characters of the players, for instance,
according to levels, HP, MP, arms, magic, good skills of the
playing characters, in order to oppose expected enemy
playing characters. That is, the team competition is set by the
game program so that the respective teams of the group can
compete against each other in the team competition. For this
reason, it is possible to collect the playing characters who
are strong in magic, or collect the playing characters who are
strong in physical attacks, in the specific team in the group
s0 as to increase the interest of the game.
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[0041] At the result, for the respective teams that are set
for two or more groups participating in the game, such as
Group 1, Group 2, Group 3 . . . Group N, as shown in FIG.
3, the respective playing characters PC are divided into the
respective teams TM within the group to which the players
belong, through the input from many players who wish to
participate in the team competition through the terminals 5.
Contents of the teams divided are stored in a memory (not
shown) in the group controller 13 as a team configuration
table TCT as shown in FIG. 3 according to the instruction
from the battle controller 11 based on the game program. In
the team configuration table TCT, the playing character PC
belonging to each team of each group is stored by each
identification mark PCID. Team capacity may be set, such as
ten characters per team, or may be set as minimum capacity.
In addition, the number of the playing characters comprising
each team may be set in a predetermined range so as to
increase or decrease the number according to the strategy of
each group, or the number of the playing characters of each
team may be predetermined. The team competition control
program TBC has an interruption routine according to the
team changing instruction inputted at an optional time
through the terminal 5 that the player operates, such as the
routine where the player changes the team to which the
playing character of the player belong or the playing char-
acter leaves from his’/her own team. Such a routine is
controlled to be executed through the group controller 13.

[0042] After dividing the playing characters of the players
of each group who participate in the team competition in the
respective teams within the group, the battle controller 11
starts the team competition in a battle space BF within the
three dimensional virtual space that is formed in a memory
(not shown) in the battle controller 11 (not shown) according
to the game program.

[0043] In the team competition, the battle controller 11
locates two sets of teams in the battle space BF within the
three dimensional virtual space that is formed in a memory
(not shown) in the battle controller 11 according to the game
program as shown in FIG. 6 such that GnTm that is some
team Tm (m:A, B, . . . J) in some group Gn (n:1,2 ... N)
is opposed to the team of a different group (in case of FIG.
6, the team of the different group being Team C belonging
to Group 1, that is, Team G1TC). It may be random which
team of which group and which team of which group are
located in the battle space BF for the competition, or such a
location may be determined according to certain rules, such
as lottery and a dice.

[0044] In the battle space BF, as shown in FIG. 6, shield-
ing objects 16 are properly located and the objects of the
playing characters PC of two or more players that comprise
Team GnTm of each group are located at predetermined
battle start positions according to the team competition
control program TBC, and in such a state, the battle starts.
This battle is executed by a well-known method, attacking
the playing characters of the opponent team each other, and
the battle controller 11 adds up damages the respective
playing characters receive. When the received damages
exceed a predetermined value, the playing character is
judged to be defeated, and a predetermined battle point is
given to the playing character of the attacking team. There
are various methods of calculating the battle points that each
playing character obtains or loses due to such damages at the
time of the battle, any method can be adopted.
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[0045] A state of the battle in the battle space BF is
properly rendered by a virtual camera located at a proper
position in such a space BF, and is displayed on a display of
the terminal 5 of each player. Each player operates his/her
playing character displayed on the display through a con-
troller so as to control the playing character to be properly
moved in the battle space BF for continuing the battle. It is
not necessary that one team competes with another one team
in the battle of the respective teams in the battle space BF,
and two or more teams belonging to different groups may
compete with one another. For instance, Team B and Team
C of Group 1 and Team D and Team G of Group 6 may
compete against one another, mixed in disorder in the same
battle space BF. In another embodiment, two or more battle
spaces BF are set in the memory of the battle controller 11,
the teams belonging to the respectively different groups
compete with one another in two or more battle spaces BF,
the battle controller 11 controls to watch each battle state in
each battle space BF, and the image of the battle space BF
where the player who participates in the battle rendered by
the virtual camera is individually displayed on the display of
each terminal 5 of the player who participates in the battle.
In such a case, the battle controller 11 may control to display
only an image of the battle space BF in which the playing
character PC of each player participates, or may control to
also display the image of the battle space BF in which the
playing character PC of the player does not participate, such
as the image of another battle space BF where another team
belonging to the group the same as the player participates in
the battle in the form of a multi-screen, or may control to
display the battle states of two or more battle spaces BF,
switching them at regular intervals.

[0046] In Step S4 of the team competition control program
TBC, the group result controller 15 always watches the
battle state of each team in the battle space BF, and when
each paying character PC in the battle space BF defeats the
playing character of the opponent team in the battle, a
predetermined battle point is real-timely added up as the
team point TP of the team to which the playing character
belongs, and such a point is stored in a result summary table
BTL as shown in FIG. 4. An important point in such a case
is that the battle point obtained when each playing character
PC defeats the playing character PC of the opponent team in
the battle is not collected for each playing character, but is
collected for each team of the playing character PC as the
team point TP. For this reason, the team points TP are
collected for every team of each group at the point of the
time, and in addition, the team points TP of all teams of the
respective groups are collected and obtained as the group
point GP in the result summary table BTL, as shown in FIG.
4.

[0047] The group result controller 15 enters Step S5, and
for instance, the battle points are collected for all teams
belonging to the respective groups as the team points TP
every predetermined period, for instance, whenever the
battle of each team ends in the battle space BF or whenever
a predetermined time passes (several days through several
years) in the game world so as to obtain the group points GP
from the total of the team points, and a ranking table RTB
showing such points GP is stored in the memory (not shown)
as shown in FIG. 5. In the ranking table RTB, the respective
groups are stored, being ranked by an order that there are
many points GP at some point of time, such as a first place,
a second place, a third place, . . . . Then, each player outputs
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the request to display the battle result to the server 2 through
the terminal 5, so that the group result controller 15 outputs
and displays the ranking of the respective groups at some
point of time on the display of each terminal 5, referring to
the ranking table RTB.

[0048] The battle results of the team competition are
collected as the team point TP for each team of each group,
and the ranking of each group is obtained for all teams
belonging to each group for a predetermined period for each
group, and the result is ranked every group. Therefore, the
important point is how each group comprising the teams gets
the team point TP, rather than the strength of each playing
character, so that higher strategy and a close cooperation
between the players are necessary, thereby widely increasing
the interest of the game.

EXPLANATION OF REFERENCE NUMERALS

[0049] 2 computer (game server)
[0050] 5 terminal

[0051] BF battle space

[0052] PC playing character
[0053] TP team point of team

1. A team playing type game program for getting a
computer to execute such a routine that playing characters
respectively controlled by many players battle each other in
a three dimensional virtual space so as to obtain battle
points, the obtained battle points are collected as total
values, and the total values are ranked, the playing character
belonging to one of two or more groups in a game world of
the three dimensional virtual space, each group of two or
more groups being divided into two or more teams, the
program for getting the computer to execute the following
routines:

a team division routine of dividing the playing characters
respectively controlled by many players into specific
teams based on input from the players, each specific
team being in the group belonging to the playing
character;

a storing routine of storing team data showing to which
team each playing character belongs together with the
belonging group in a memory;

a battle routine of battling for every team, between two or
more playing characters comprising the team, between
the teams of the different groups;

a point totalizing routine of real- timely totalizing the
battle point obtained by the respective playing char-
acters when executing the battle routine for every
team belonging to each playing character, and stor-
ing the battle point as a team point in the memory;

a group ranking routine of totalizing the team points every
team obtained through the point totalizing routine for
every group for a predetermined period, the team points
being obtained for all teams belonging to the respective
groups, and storing the results in the memory, respec-
tively giving a ranking for each group; and

a ranking output routine of outputting the ranking for
every group.

2. The team playing type game program according to
claim 1, wherein the program gets the computer to further
execute a routine of changing the team belonging to the
playing character of the player and leaving the team belong-
ing to the playing character according to a team change
instruction inputted through the player at an optional time
through the terminal the player operates.
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3. The team playing type game program according to
claim 1, wherein the battle routine further comprising a
routine where the battle starts when locating objects of the
playing characters comprising the teams of the different
groups in the battle space set in the three dimensional virtual
space at predetermined battle start positions.

4. The team playing type game program according to
claim 1, wherein the teams that participate in the battle in the
battle routine are two or more teams for each group.

5. A game system having such means that playing char-
acters respectively controlled by many players battle each
other in a three dimensional virtual space so as to obtain
battle points, the obtained battle points are collected as total
values, and the total values are ranked, the playing character
belonging to one of two or more groups in a game world of
the three dimensional virtual space, each group of two or
more groups being divided into two or more teams, the game
system comprising:

team division means of dividing the playing characters
respectively controlled by many players into specific
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teams based on an input from the players, each specific

team being in the group belonging to the player char-

acter;

storing means of storing team data showing to which
team each playing character belongs together with
the belonging group in a memory;

battle means of battling for every team, between two or
more playing characters comprising the team,
between the teams of the different groups;

point totalizing means of real- timely totalizing the
battle points obtained by the respective playing char-
acters when executing the battle means for every
team belonging to each playing character, and stor-
ing the battle point as a team point in the memory;

group ranking means of totalizing the team points every

team obtained through the point totalizing means for

every group for a predetermined period, the points

being obtained for all teams belonging to the respective

groups, and storing the results in the memory, respec-

tively giving a ranking for each group ; and

ranking output means of outputting the ranking for every
group.



